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Magazine! Hope you have a fun-filled 
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Happy Holidays from Pure Nintendo 
Nintendo games! 
- Justin Sharp, Editor-in-Chief 
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Welcome to the 8th 
issue of Pure Nintendo 
Magazine! It's only been 
three weeks since the 
launch of the Wii U here 
in North America and we 
had a blast at our mid- 
night launch party. We 
met some great Nintendo 
fans and played the Wii 
Uwellinto the night. The 
future is looking bright for 
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the system and we hope 
to give you a glimpse of 
that with our Rayman 
Legends interview. Also 
covered in this issue is our 
Nintendo Power tribute 
featuring memories from 
fans throughout the years. 
Be sure to look out for us 
on Miiverse and thanks for 
subscribing! 
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In celebration of Metroid Prime's tenth anniversary, Pure Nin- 
tendo has decided to place the spot light on everyone's favorite 
intergalactic bounty hunter, Samus Aran. 

Born and raised on the planet K-2L, Samus’ planet was 
raided by a band of space pirates led by the dragon-like monster 
Ridley. The attack left Samus orphaned and homeless until she 
was found by the alien race known as the Chozo. Bringing her 
to their home planet of Zebes, they infused her body with Chozo 
DNA to strengthen her body to foreign environments and trained 
her as a warrior. She was given the power suit, an amazing exo- 
skeleton suit equipped with an arm cannon for combat. Samus 
can upgrade this chozo artifact with power ups that she finds, 
and the suit has been with her ever since. As an ex -Galactic 
Federation soldier turned bounty hunter; the Galactic Federation 
calls upon Samus whenever a mission seems impossible. From 
exterminating a race of parasitic aliens known as Metroids, to 
rendering deadly phazon energy inert by destroying its source, 
Samus can accomplish any mission given to her. 

Samus made her first appearance in 1986 on the Nintendo 
Entertainment System game, Metroid. The game was designed 
to be a cross between a platforming game like the Super Mario 
series, mixed with the puzzle solving and exploration elements 
of The Legend of Zelda games. Hiroji Kiyotake conceived Samus’ 
character design, and the game was halfway through develop- 
ment when someone on the team suggested the idea that the 
person inside the suit should be female. The concept was ap- 
proved, but the manual referred to Samus as a male to keep her 
gender a secret. It was only when players beat the game in under 
three hours, that the game's ending revealed Samus without her 
armor and in a purple leotard, surprising gamers everywhere. 
Samus’ famous Morph Ball move, called the Maru Mari (Japanese 
for round ball) in Japan, where she curls up into a sphere to access 
smaller areas was designed because it was easier to animate a 
sphere rather than having to animate Samus crawling on all fours. 
Samus' image was based off actress Kim Basinger and she was 
named after Edson Arantes do Nascimento, the birth name of 
famous soccer player Pelé. 

Samus has appeared in many titles, with the most popular 
game being Super Metroid. The game's polished controls and epic 
storyline of stopping the space pirate's plans of using Metroids 
as a biological weapon, and the touching bond between Samus 
and a young Metroid left players enamored and wanting more. 

It wasn't until the Nintendo Gamecube, that fans got to play the 
next big Metroid game. Developed by then unknown Retro Studi- 
os, Metroid Prime, and its sequels Echoes and Corruption, brought 
the Metroid series into the 3D realm; and pushed the boundaries 
of video game immersion. Having a first person perspective view 
from within Samus’ power suit, gamers felt as if they were a part 
of the games world. The Prime trilogy tells how Samus stopped 
the space pirates from corrupting the entire galaxy with toxic Pha- 
zon, and her struggle to defeat Dark Samus, an evil doppelganger 
created during her battle with a phazon powered Metroid. 

Samus’ next big title would be Metroid: Other M. Developed 
by Team Ninja and D Rockets, it was the first game in the series to 
introduce melee combat. The story revolved around exploring the 
mysterious “bottle-Ship” after Samus heard a distress call. She 
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discovers that the ship is host to illegal research on bioweapons 
for the Federation, and has to defeat a genetically engineered 
Mother Brain. 

Samus has appeared in plenty of main console titles, and 
there are a plethora of hand-held titles. She first appeared in 
Smash Bros. 64, complete with her iconic moves such as the 
morph ball bombs, grapple beam, charge shot, and missiles. 
Samus' character stayed the same until the inclusion of Zero 
Suit Samus in Brawl. This version of Samus had her without her 
power suit, equipped with only a pistol and a whip-like extension. 
This form made her far quicker than her power suit form. More 
recently, the inclusion of a Metroid themed attraction in Wii U's 
Nintendo Land has players controlling their own power suits as 
well as Samus’ ship as they fight hordes of space pirates in a sur- 
vival arena battle. Hopefully this is a sign that Nintendo has plans 
for Samus to take on another mission on the Wii U in the future. 


Zero Suit Samus and 
The Varia Suit from 
Metroid: Other M 
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Bottom Left: Original Metroid 
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Bottom Right: Super Metroid 
Samus and ship 

Top Right: Samus in Zero Suit 
from Metroid Fusion 

Top Left: Samus and ship from 
Metroid 2: Return of Samus 
Left: Super Metroid Samus in 
the Varia Suit 
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Left: Power Suit from Metroid Prime 
Top Left: Varia Suit in Morph ball 
form, the Prime series 

Top Right: Samus’ ship from Metroid 
Prime 3: Corruption 

Bottom Right: Younger Samus from 
Metroid: Other M 

Bottom Left: The Hazard Sheild Suit 
from Metroid Prime 3: Corruption 
Opposite page 

Upper left: Gravity Suit from Metroid 
Prime. 

Upper Middle: Phazon Suit from 
Metroid Prime 

Upper Right: Varia Suit of the Prime 
series 

Lower Left: Light Suit from Metroid 
Prime 2: Echoes 

Lower Middle: Dark Suit from 
Metroid Prime 2: Echoes 

Lower Right: PED Suit from Metroid 
Prime 3: Corruption 
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To commemorate the final issue of 
Nintendo Power, we asked fans to send 
in their Nintendo Power memories over 


"Nintendo Power memory: Sept. 
1999 issue, all about Pokemon Yel- 
low. Me: “You guys, 


th .M liest Nintendo Pi $ poor am 
e years. My earliest Nintendo Power Pikachu FOLLOWS INI E 
= 4 (55 


memory was going to the grocery store k 
and checking the latest issue for tips on Jou 
NES games. Thanks for all the many 
fond memories Nintendo Power and 
great strategy guides over the years! 


- Scott. 


- Justin Sharp 


"Most fond Nintendo memory: Playing 
Pokemon Blue for the first time before 
a surgery & teaching my mom how to 
save the game.” 


- Chris J. 
E "They asked in 2009: "What game se- 


ries would you love to see come bach?" 


I want to see Kid Icarus return in 
a an action-RPG similar to Zelda. 
When they covered Kingdom Since Pit made his coméback in 
Hearts and Pokemon games! sn pi en 
They're my favorite series!” Super ros. Brawl, 
have been waiting for him to star 
- Ashley T. inanew game. -EMIMAC 


- Emily M/EMIMAC 


ULTIMATE @@ ZELDA EEE 


“Nintendo Power was something | 
got to look forward to every month 
throughout my childhood and into the 
present. It helped to create many fond 
memories for me as a Rid with my 
cousin, who now lives far away. | will 
always treasure those memories.” 


- Catherine S. 


“Favorite NP memory: those gor- 
geous comics--Super Mario World, 
Zelda: LTTP, Metroid, Star Fox. SO 
EmSWEET 


-John O. 


“Thinking back, one of my favorite mem- 
ories of Nintendo Power was the Wind 
Waker distance competition. | tried quite 
a few times, and discovered that if you 
used the Tingle magic boost right as your 
magic drained from crossing the finish 
line... you could keep going! |was so 
sure that l'd won that contest, | eagerly 
awaited my next volume.. alas.. | had not 
even come close to winning that com- 
petetion.. lol. Dadgum if it wasn't fun 
though! 

Another great, but small memory was the 
constant insinuating that Alan, was actu- 
ally a slime. lol | loved the sarcasm and 
jokes the mag brought. The sarcasm and 
humor in the responses to letters was 
always classy.” - John D. 


COUNTDO! 


J lè... A. ng 
nn TO SUPER MARIO GALL EEE BLAST-O! 


Bonus! h 
Dragon Warrigh 


36-Page Strategy 
Guide 


“They used to put a poster in 
every issue!” 


- Bethany S. 


“My first issue of Nintendo Power was 
January 1994, Mega Man 
X cover. | subscribed until 
December 2002, Metroid 
Fusion cover. | always 
poured over the contents 
of the magazines, but in 
retrospect, it’s astounding 
to me how little | paid at- 
tention to their messages 
back then. | only found out 
recently that Fire Emblem 4: Seisen no Kei- 
fu (Genealogy of the Holy War) was covered 
in an episode of the “Epic Center” feature in 
the August 1996, SNES Tetris Attack cover, 
Issue 87! This obscure Japanese-only re- 
lease was not ignored, despite the looming 
arrival of the Nintendo 64. | could always 
count on the ongoing “Epic Center” features 
to divulge international RPG news, even if 
they never came to the US" -Justin L. 


“My NP Memory 
was the first time | 
subscribed to NP. 
First issue | got was 
the beautiful Spirit 
Tracks cover.” 
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- Axel B. 
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Nintendo is a pioneer. Nintendo is fun for the whole family. Nin- 
tendo has been a force to be reckoned with since it launched its first 
mainstream video game console back in 1980. Since then Nintendo 
has revolutionized gaming, one console at a time. Nintendo pioneered 
the D-pad, shoulder buttons, 3D gaming, the analog stick, force feed- 
back, wireless controllers, motion controls, 3D gaming again, and dual 
screen gaming. Not to mention, Nintendo saved the entire industry 
from the brink of disaster during the early years of video games. We 
are now currently in a transition from one unexpected Nintendo 
powerhouse to another potential breakout hit. Today, we remember 
the Nintendo Wii. The Wii may not have been the biggest Rid on the 
playground, but this kid was definitely the most revolutionary. 

Revolution was the codename for Nintendo’s new console, up un- 
til 2006. At the Electronic Entertainment Expo (E3), Nintendo renamed 
the Revolution as, just simply, the Wii. Revolution was the perfect code 
name for Nintendo’s introduction of motion controls. Motion gam- 
ing took the industry by storm. So much so, that Microsoft and Sony 
announced the Kinect and Move a 
short 3 years after. Nintendo was 
clearly on to something. 

The Wii had its issues, but Nin- 
tendo was able to overcome many 
ofthe challenges it faced without 
even breaking a sweat. The first 
problem the Wii faced, and prob- 
ably the most hilarious was the fact 
that the Wii's controllers did not 
like televisions. Shortly after the Wii 
released, video after video of screen 
shattering Wii Remotes were post- 
ed online. Nintendo saw this as an 
easy fix and recalled all Wii Remote 
wrist straps. They were replaced 
with a sturdier version. Easily the 
biggest "hot button” issue was the 
Wii's issue with power. Nintendo's 
console was clearly underpowered. 
The XBox 360 and PlayStation 3 
were producing the best graphics 
gaming had ever seen, and many thought Nintendo would not be able 
to Reep up. The difference was the product. Nintendo wasn't selling 
a machine they were selling an experience. It so happens that the 
experience Nintendo was peddling appealed to pretty much everyone, 
of any age. This made their target market essentially any living per- 
son. And, this may have been Nintendo’s number one payoff. The Wii's 
biggest hurdle had to be within their software library. The Wii had a 
gigantic software library. There was no shortage of games to play. The 
problem was in game quality. Yes, the Wii had a massive game library 
but most of it was ‘toss it out the window’ shovel ware. Some of these 
bargain bin games were fun but the initial interest faded quickly. Then 
there were other games that were diamonds in the rough. Despite be- 
ing great experiences for a great console, some titles just did not and 
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could not sell during the Wii's lifecycle. 

There are hidden gems on the Wii that either did not get the at- 
tention they deserved or did not fly off the shelves. There were epics, 
shooters, puzzlers, RPGs and other titles that just did not get any atten- 
tion at all. Some of these titles include, Monster Hunter Tri (an epic tale 
with awesome foes), The Conduit (an under rated shooter), Boom Blox 
(a unique and enjoyable party puzzler), Zack and Wiki: Quest for Bar- 
baros’ Treasure (a great puzzle game hidden under a child-like mask) 
Muramasa: The Demon Blade (a stylish hack and slash), MadWorld (an 
ultra-violent, highly stylized beat ‘em up), and Cursed Mountain (a new 


take on the survival horror genre). And | am seriously just scratching 
the surface. There are mountains of fun games in the Wii's software 
library, but sometimes it just takes a little digging to find the jewels. 

There is one thing that Nintendo could not get right during the 
Wii's lifetime. Please, listen to your fans and bring them what they 
want. The end of the Wii's console generation turned into a virtual 
tug-of-war with Nintendo. In the middle of it all were three games, Xe- 
noblade Chronicles, The Last Story, and Pandora’s Tower. These three 
games were almost certainly not destined to leave the shores of Japan, 
but gamers had a different idea. Operation Rainfall is the movement 
created and propagated by the fans of Nintendo to bring these games 
to other regions, so they could be played by the masses. Nintendo, af- 
ter much back-and-forth, released Xenoblade Chronicles. Even though 
Nintendo decided to satisfy the wants of their fans, Operation Rainfall 
was not yet complete. The tug-of-war ensued until the recent release 
of The Last Story. The Last Story was recently published and released 
outside of Japan with some help from XSEED. That only left one game 
to go, Pandora’s Tower. So far, Nintendo and XSEED have shown no 
interest in localizing Pandora’s Tower. No one quite Rnows what the 
next move is, but | can almost guarantee that Operation Rainfall is not 
over. We haven't heard the last from them. These three games made 
mainstream headlines based on the movement of the fans, although 
other titles from this console generation were not so lucky. 
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chance. Nintendo created experiences not only 
through the controls but through games that made 
fantastic use of the new controls. Nintendo did not 
stop there, the new experiences continued not via 
games but through plastic. 

Peripherals, add-ons, attachments, | do not 
care what someone wants to call them but in this 
console generation there was an abundance of 
them. Wii Wheels, Wii Zappers, Wii Fit, Wii Mo- 
tion Plus, U Draw tablets, and many other plastic 
Wii attachment contraptions. All ofthe plastic 
instruments were created to increase your level 
of gaming immersion. Some pulled this off quite 
well and others seemed to be more of a hindrance 
then help. There are even a few of these plastic 
playthings that were just downright laughable. No 
matter how any of these peripherals are viewed, 
many of us will never forget them. Some may never 
outgrow their usefulness. A lot of the above pe- 
ripherals are still going to come in handy. With the 
Nintendo Wii U's release the current remotes, devices and peripherals 
used on the Wii are compatible with the Wii U. So don’t pitch those 
plastic toys away yet, because you will likely still use them for years to 
come. 

The Nintendo Wii U released this November 18, 2012. Many are 
skeptical, most are excited, and some may have not even heard of the 
Wii U. The Wii U is here and even with the many skeptics, | can only 
think that Nintendo has done it again. Nintendo is continuing to push 
motion gaming not only by upgrading to HD, beefing up their next 
console, and bringing more great games to fans; but by adding to the 
gaming experience with dual screens on a home console. If Micro- 
soft's SmartGlass presentation and Sony's announcement of Vita 
Cross Play, only a year after Nintendo's reveal of the Wii U, is not proof 
that Nintendo’s onto something again, then | don’t know what is. The 
Wii was a force within the gaming community and will be remembered 
as a revolution in gaming history. Nintendo is an innovator and con- 
tinues on their journey with U. 


Just as these above mentioned games had to be begged for 
before seeing a release, other games were asked for to no avail. Titles 
like Zangeki no REGINLEIV (Dynamic Slash), Disaster: Day of Crisis, 
Another Code R, Fatal Frame, and New Play Control: Chibi-Robo saw 
no North American release. Some of these titles may have been 
wanted more than others, but each of them had a significant fan base 
calling for them. This may not have been so upsetting if the titles were 
confined to Japan, but most of these games were released in Europe; 
and some in Australia as well. Nintendo, all the fans want is to be 
listened to. Nintendo is not alone with issues of getting games onto 
the Wii. 

Many game makers/publishers for this console started with 
strong support of the Nintendo Wii and remained as such. Others 
started out with strong support but then just fizzled to nothing. Then 
there were those who just did not support the Wii at all. There are a 
whole slew of excuses or reasons as to why the Wii did not have great 
developer or publisher support. Regardless, the games and fans are 
the ones who suffered. There is a thing called risk and reward, but 
there were few willing to take the risk. The Wii could have been graced 
with the likes of Winter, Sadness, | Am Alive, Animales de la Muerte, 
The Grinder, and Project H.A.M.M.E.R. but for one reason or another 
these games never made it out the door. Nintendo and the Wii, even 
with its issues and hiccups, survived against all odds. Aside from 
Nintendo's innovative console and control scheme, they should have 
given credit to the usual first party software support. 

Most of Nintendo's key franchises made an appearance on 
the Wii. A majority of the first party game releases that the Wii saw 
featured the company’s mascot, Mario. But Mario was not the only 
franchise in the limelight. From the likes of Super Mario Galaxy to 
Donkey Kong Country Returns to Metroid Nintendo kept rolling in the 
dough, release after release. Almost every Nintendo product that ap- 
peared on the Wii turned into gold. Nintendo used their best weapon, 
nostalgia, to Reep gamers coming back for more. This all while shor- 
ing up the library of games on the Wii and giving the Wii a fighting 
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[PN] Tell us a little about yourself and your involvement in the devel- 
opment of Rayman Legends. 


[EM] My name is Emile Morel and I’m the Lead Game Designer 

on Rayman Legends. I’m working closely with Michel Ancel (the 
Creative Director on this project) to define the content of the game: 
characters, environments, story, macro structure, new ways to play, 
etc. I'm in charge of all the game design aspects of this game and 
my job is to make sure that the final game will be as fun and inter- 
esting as possible! 


[PN] How long has Rayman Legends been in development? 


[EM] We started worhing on Rayman Legends a few weehs before 
Rayman Origins was released, in October 2011. The team had just 
finished Origins and everybody loved the experience and wanted to 
start working on a new Rayman adventure. Right from the begin- 
ning Michel came up with the idea of using legendary settings and 
everyone just loved it! 


[PN] Was the game always meant to be an exclusive for the Wii U? 
Did it evolve into an exclusive once you started worhing with the 
capabilities of the Wii U GamePad? 


[EM] At the beginning the Wii U was just an option in the bach of 
our heads and we were imagining this game on other consoles. But 
when we started brainstorming on what we could do on the Wii U 
we realized the amazing potential this console had. And we also 
realized that if we wanted to make a good game for the Wii U we 
had to think of the entire game specifically for this console, with the 
Wii U GamePad at the center of the game. So that's why it became 
an exclusive title. 


[PN] After working with the Wii U controller for the last several 
months, what feature has impacted Rayman Legends the most? 
Touch screen, 2nd screen, motion, NFC capability? 


[EM] Clearly, the touch screen had the strongest impact on this 
game. We love the new gameplay experiences that the touch 
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screens brought on iPhone 
or iPad games. We also love 
the fact that everyone can 
play on a touch screen, even 
someone who never used a 
game controller in their life. 
The touch screen of the Wii 
U GamePad was a great way 
to make this new Rayman 
game accessible to pretty 
much everyone, but also 

a way to bring totally new 
gameplay experiences to 
home console videogames. 
So, with these ideas in 

mind we designed Murphy 
(the small flying frog friend of Rayman) as a character that is fully 
controllable using only your fingers on the touch screen ofthe Wii 

U GamePad. Of course, the two screens ofthe Wii U also had abig 
impact in creating the unique asymmetrical gameplay in Rayman 
Legends. It really allowed us to bring a new element to co-op with 
the player controlling Murphy seeing something on the GamePad 
screen while the other players (controlling Rayman, Globox and their 
friends) see something slightly different on the television screen. It 
creates some really new ways of playing. 


[PN] What online multiplayer features can we expect from the 
game? Is there any Miiverse integration? Are there some unique 
multiplayer modes? 


[EM] I can tell you that we'll have a part of the game entirely dedi- 
cated to online challenges. In these specific challenges you'll have 
to try to make the best score possible to beat your friends and climb 
up the leaderboards. This challenge mode is something really new 
we're bringing to the Rayman games and trust me this is quite an 
addictive experience! There are different types of trials and they all 
challenge the different skills you use while playing Rayman. These 
online challenges are your chance to show your friends how good 
you are at Rayman! 


016 D 


FEATURE RAYMAN LEGENDS INTERVIEW 


[PN] Can you give us some background on the story of Rayman 
Legends and how it fits into the Rayman universe? 


[EM] The Glade of Dreams has been invaded by dark nightmares 
again, but this time the enemies kidnapped all the Teensies (the 
small-bodied, large-nosed wizards). The invaders brought the Teen- 
sies in strange worlds all inspired by legendary settings. To save all 
the Teensies, Rayman and his friends will have to jump into paint- 
ings that will send them to these new worlds. There’s a Middle-Age 
world taking place in a haunted castle and in an enchanted forest, 
another world takes place on a giant beanstalk ruled by strange 
Toads, and there's even a world inspired by Greek Mythology. 
These are just a few examples, but all of these worlds are totally 
new to the Rayman Universe and are a very nice addition to what 
people are used to seeing in Rayman games. 


[PN] Rayman Origins showcased the UBI Art engine very well. Can 
you discuss some of the improvements to the engine for Rayman 
Legends? 


[EM] We've made a lot of improvements in the UBI Art engine. For 
instance we can now have 3D elements inside our 2D settings. 
This creates some impressive effects and gives more depth to the 
background. In the game you'll see many impressive creatures 
entirely in 3D (big dragons for instance), but the game is still 95% 

a 2D game. To improve these 2D visuals we now have a dynamic 
lighting system, you'll now see the image of the characters change 
when they go in dark or bright places. This gives more credibility to 
this world and also makes the game much easier to read. At any 
moment, you clearly see where your characters are and what they 
can interact with. 


[PN] We've seen some very clever uses for the Wii U GamePad in 
trailers for Rayman Legends such as raising and lowering platforms 
on the touch screen. Can you discuss some more uses for the Wii U 
GamePad in the game? 


[EM] | won't tell you each way we are using the GamePad, because 
we really wouldn’t have enough space to explain it all. However, 

| can give you a few examples of what we're working on. For 
instance you can tickle enemies by moving your finger quickly 

on them, when an enemy is tickled he starts laughing, and while 
laughing he can’t attack the other players, so it becomes easier 

to kill him. You can also control a giant slingshot with your finger, 
allowing you to aim and shoot projectiles at flying dragons. With 
your finger you can also cut ropes, to make obstacles fall. This can 
allow you to kill enemies or to open the path for other players. We 
also use the gyroscope functions of the Wii U GamePad in great 
ways. For instance you can turn your Wii U GamePad to rotate 
platforms. Sometimes you even make entire rooms turn which 
can create some really fun puzzles. One last example is the flying 
shield. In some levels you can move the shield with your finger 

to help your teammates. This shield can be used as a vehicle to 
carry the other players to safety or you can move it above them to 
protect them from projectile attacks. There are many more ways 
we are using the touch screen, and we'll be releasing more details 
as we get closer to launch. 


[PN] Are there any surprises fans of Rayman Origins can look 
forward to seeing in Rayman Legends? 


[EM] | can tell you that many characters from Rayman Origins will 
be back. Murphy of course (but this time he’s playable) is back, 

but we will also reunite with the Bubble Dreamer (Rayman's weird 
old mentor). The nasty Lividstones, the enemies you could see in 
Rayman Origins’ Jungle World, are also back, but this time they're 
dressed as Middle Aged peasants. Other characters and enemies 
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will also be back, but | can’t tell you everything right now! Fans of 
Rayman Origins will also spot some famous music themes from the 
Previous game, but with a new twist. 


[PN] The rhythm based levels are very fun to play. Can you give us 
some background on the inspiration for that type of platforming experi- 
ence? u 


7 
[EM] It’s actually a very funny story. «— of this year we 
had a big internal meeting in Paris to show the main things we wanted 
to do in Rayman Legends. For this meeting we created a very difficult 
speed run level (Rind of liRe the Chest Maps in Rayman Origins but 
even harder) to show some new ideas. The only issue was that this 
level was so hard that only the level designer who worhed on it could 
finish it. So we had to film him while he was playing the level to show 
the video of his performance at this big meeting. Michel put some 
heavy metal music on this video to add a nice touch to it and every- 
body loved the video. So Michel came up with this very cool idea: "Let's 
try to make a speed level where all your actions are synchronized with 
the music like in a rhythm game!" We all loved the idea and we started 
working very hard on this to deliver these musical maps. | like to think 
of them as a natural crossover between a high speed platformer and a 
rhythm game. 


[PN] There was a video awhile back showcasing a concept using the Wii 
U Gamepad's NFC technology. Are there any plans to incorporate that 
functionality before/post launch? Future Rayman releases? 


[EM] This video was an unfortunate leah. It was an internal video made 
to show some ideas we were exploring for the game. What you saw in 
this video was only prototypes and some of them didn't mahe it to the 
final game. That's actually the case for this NFC feature. But the idea 
was cool and it could definitely come bach for other Rayman games. 


[PN] Are there any plans for post launch DLC for Rayman Legends such 
as new level packs? 
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[EM] We would love to make DLC for Rayman Legends and we already 
have some crazy ideas regarding what we could put inside these DLC. 
But honestly we are focused on finishing Rayman Legends and don’t 
have any updates about DLC for now. 


[PN] And finally, tell us what you are most excited about, and what 
‚should fans be on the lookout for, in ¡Rayman Jean onthe Wii U. 


[EM] I'm really excited about all oi sical maps, they're just so much 4 
fun to play! We haven't revealed all of tl hem yet, but there’s actually one —— 
of them based on a very famous song that everybody loves playing inm 

the studio. Just listening to the Ra version of this song is already 

fun, and it’s even better when you play along with it! 


Q/ 
ears. 
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| had the grand opportunity to check out the offices of n- N 
Space and see what life is like as a developer. If you are unfamiliar, 
n-Space are the developers that have coded many games that 
we've all come to play and love. A few titles include Giest for the 
GameCube, all of the Call of Duty games for the Nintendo DS, and 
a new fan favorite Skylanders Giants for the Nintendo 3DS. 

Walking up to a glass office building, | found myself curi- 
ous how such a cool company could be in this seemingly bland 
corporate landscape. Without hesitation, | rang the doorbell and 
excitement jolted me as | stepped into the n-Space lobby. 

A tall soldier covered in war paint stared me down as | took 
my seat in the lobby. A Call of Duty poster on the wall peeked 
out behind him. | began to take in my surroundings. A large Sega 
arcade game sat in the corner. The title read, “Desert Tank.” | 
later discovered Desert Tank was the first project the creators of 
n-Space worked on together. On top of the arcade game, a stuffed 
Spyro surveyed the lobby. | appreciated the posters on the walls 
from many of the games they developed over the years. In the 
room next to the lobby, | could see cardboard cutouts of each of 
the Rugrats from Nickelodeon’s animated series. 

Dan O'Leary, one of the owners of n-Space casually stepped 
into the lobby. "Are you ready for the tour?" he asked me. | eagerly 
accepted the invitation. | wanted to see what life for an n-Space 
developer was like. We started right where we stood with the lobb 
O'Leary pointed to the large arcade game that took up a larg por - o 
tion of the lobby, and began to tell me about how n-Space began. Ἢ h 

| discovered Desert Tank started it all. The three partners, 
Erick S. Dyke, Dan O'Leary, and Sean Purcell were all assigned to 
work on Desert Tank during their time at Lockheed and Martin. Af- 
ter they were brought together they decided they wanted to begin - 
their own development company, and n-Space was born. Over the 
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last 18 years, n-Space has developed titles for man: 
ferent platforms, and a significant amount for Ninten 
consoles. They had 14 titles for the DS alone. 

O'Leary guided me through the labyrinth of hi 
and offices. The walls were littered with concept art and 
posters. We made a stop in a large, dark room. A few guys 
were huddled over a computer. | could see they were 
running sequences from a project to ensure there were no 
bugs or glitches. Sadly, | can't give many details bout this 
secret project. Secrecy is a big part of the life of a devel- 
oper. Next to them, one person sat at a computer, and! 
could see him mapping out a dirt landscape: It M 
netting was being placed over some rochs, could 
manipulate the size of each rock and how often the pat- 
tern of rocks repeated themselves. Most of the developers 
worked with double monitors, one monitor showed all of 4 
the coding and math and then the other would display the. 
rendered products; 

Next | was led down a hallway to another group of 
desks and offices. At first | thought | caught them on their 
break. All | saw was Facebook. They joked and promised 
they were working. | sat down in,frontiof the monitor and 
they began to demo a game for me. Again, I’m not allowed 
to give any details about the game, but trust me, this is a 
good one. l'd say keep an eye on the n-Space Facebook 
page. I’m excited for this project to be released. After they 
showed me the game they told me about working for dif- 
ferent publishers. 

The publishers generally are the ont 
characters, art, and concepts, and then 
a playable game is left to the developer's interpretations. 
There is a lot of give and take between the two; to be sure 
the game is turning into the envisioned product. When 
n-Space worked with Nintendo to create Geist, O'Leary said 
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they would fly back and forth to Japan. 
They spent hours in meetings and demon- 
strations. The game would be tweaked and 
worked on until both parties were happy. 
Originally, Geist didn’t incorporate the pos- 
sessions like the current version. “Miyamo- 
to-san asked us, ‘What if you could posses 
anything in the game?’ And we said, we 
can do that!” O'Leary said. 

Back at the front of the building we 
stepped into O'Leary's office. | thought 
| had stepped into a toy store. Disney 
Vinylmations stood like an army on a file 
cabinet. Then across the top of his desk 
were Skylanders figures. O'Leary reached 
into his mass of soldiers and pulled out a 
prized jewel: A boxed special edition silver 
Spyro Skylander shined in front of me. 
This Spyro will only run you a little over 
$300 dollars on Amazon.com. Skylanders 
posters and 3DS game starter kits also 
cluttered the office. O'Leary pulled out one 
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of the starter Rits and handed it to me. This 
tour just turned into the best day ever. 

The tour was over, and as | exited 
the lobby, | thought how n-Space gave 
me a sense for what life is like for a video 
game developer. For one, travel and long 
hours. You would not believe how hard it 
Was for me to get into n-Space. They were 
either in Las Vegas for a trade event, or So 
swamped with work a tour was impos- 
sible. And, if anyone ever plans on being 
a developer, don’t forget your calculator. 
You will spend a large portion of your time 
working on equations. Also, dark rooms 
and secrecy; they seem like the ninjas of 
the gaming industry. They were pretty tight 
lipped at n-Space, but | did manage to get 
something out of O'Leary. He said, “We are 
very excited about the Wii U, and we have 


a 355 title coming out in 2013.” Let the 
speculation commence. 


Skylanders Giants 


Mini Review 


STARTER PACK 


NINTENDO INS, 
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Skylanders Giants for the Nintendo 
3DS was my introduction to this franchise. 
Mixing action figures and video games 
is not a new concept, although I’ve never 
seen them integrated so cohesively. The 
wonderful art, fantastic game play, and 
sweet collectibles make this game a per- 
fect storm for throwing all of your money 
at Activision. For this reason | have to give 
a warning to any collectors out there: The 
figures are beautifully designed to the 
point that you will want them all. 

The portal of power is an impressive 
little device. One of the first things you do 
in the game is import your Skylanders. | 
found this to be an exciting action. All you 
do is place your figure on the portal. Then 
the fun begins. Everything lights up, creat- 
ing a beautiful display before your eyes. 
Your character is now transported into the 
game. 

You play as each character that you 


import. You have the option of switching 
between 3 characters while you are in 
each level. | found it easy to switch when | 
needed to. | like using my giant when | had 
to smash things or take out large groups 
of enemies, but the smaller characters 
were perfect for stealth and quick move- 
ments. Also, you can unlock certain areas 
of each level if you have a particular type 
of Skylander. | can see it is critical to Rnow 
the different types, and you will want at 
least one of each. 

The 3DS starter pack comes with 3 
figures: You get Treerex Giant, Lightcore 
Popfiz, and Cynder, which are all rad 
characters to start your adventure with. Of 
course, you also get the portal of power 
and the 3DS game card. Then an exciting 
add-on is the trading cards, stickers, and 
a poster. | told you the collectors would go 
wild. 


n-Space By the Numbers 


Current employees working at n-Space 


Games developed for GameCube, DS, 
3DS and Wii 


Units sold thus far of Skylanders 
Giants for Nintendo 3DS 


Years n-Space has been developing 
games 


Unnamed title coming to the 3DS in 
2013 


GameCube, DS, and 3DS titles sold 


sales numbers taken from vgchartz.com 
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Assassin's Creed ΙΙΙ 

Assassin's Creed Ill is the third main entry in the Ubisoft 
franchise, but it is the first Assassin’s Creed game to ap- 
pear on a Nintendo platform. Assassin's Creed ΙΙΙ uses 
Ubisoft's new Anvil Next game engine, which provides 
stunning graphics for the next generation of gaming con- 
soles. The open world action-adventure stealth game is set 
during the time of the American Revolution and puts you in 
control of a Native American character Ratonhnhahé:ton, 
also referred to as Connor during the game. Assassin's 
Creed ΙΙΙ introduces naval warfare, a new game mechanic 
in the Assassin's Creed universe. The Wii U version of 

the game allows you to switch weapons on the fly via the 
Wii U GamePad, and a map of the world is always visible 
on the GamePad's touch screen. The Wii U version of the 
game also supports Remote Play, which will L N. -— 
allow you to play the game entirely on the We 

Wii U's GamePad. 
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Batman: Arkham City Armored Edition 
Batman: Arkham City Armored Edition is the Wii U ver- 
sion of the original game that was released for the Xbox 
360 and Playstation 3. This action-adventure game fea- 
tures a new Battle Armored Tech (B.A.T.) mode, exclusive 
to the Wii U version of the game, which when activated 
allows Batman to deal more damage to enemies and per- 
form impressive combos. Gadgets and other features in 
Batman: Arkham City Armored Edition can be accessed 
through the Wii U GamePad’s touch screen without inter- 
rupting the game. On the Wii U GamePad you can easily 
switch between Batman's various gadgets on the fly and 
you can also control the Batarang using the GamePad's 
motion control capabilities. Other gadgets such as sonar, 
explosive gel, and detective mode use the GamePad in 
ways unique to the Wii U version of the game. The Wii U 
GamePad also provides access to a map of Gotham City. 


Ben 10: Omniverse 

Ben 10: Omniverse is an action video game based on 
the television show of the same name. In BenlO: Omniverse 
there are 16 playable characters that you can use to play 
through a brand new story line based off of the television 
series. You will play as both Teen and Young Ben for the 
first time in a video game as you and Rook, Ben’s partner, 
travel back in time to defeat evil villain, Malware. You will be 
able to upgrade your attacks and combos for Ben's various 
alien forms and Rook’s Proto-Tool as you play through the 
11 levels of the game. BenlO: Omniverse contains puzzles 
that will allow you to fix puzzles in present time by solving 
others in the past. BenlO: Omniverse also features destruct- 
ible environments and allows you to use objects within the 
environment to use in battle. 
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Disney's Epic Mickey 2: The Power of Two 

In Epic Mickey 2: The Power of Two you will make a return 
to Wasteland and be joined again by Oswald the Lucky 
Rabbit. In The Power of Two you will use paint and thinner 
like in the first Epic Mickey game, and you will travel around 
Wasteland in pursuit ofthe Mad Doctor from the original 
game. You will also have the chance to hear Oswald speak 
for the first time ever, while playing through Power of Two. 
Oswald the Lucky Rabbit is a supporting character in The 
Power of Two and helps Mickey throughout his journey 

in Wasteland. When playing single player Oswald is Al 
controlled, but Epic Mickey 2 also features drop in, drop 

Out co-op mode that lets the second player control Oswald. 
Each player will have their own screen to look at, the televi- 
sion for one player and the GamePad screen for the second, 
while playing in co-op mode on the Wii U. The Wii U version 
of Epic Mickey 2: The Power of Two is playable on the 
GamePad through the Wii U's Remote Play feature. 


FIFA 13 

FIFA 13 on the Wii U uses the GamePad in new ways 
never before seen in a soccer game. Players will be able to 
use the GamePad screen to get a first-person view of the 
field during penalty kicks to make very accurate shots. Tap- 
ping the GamePad touch screen will perform tasks such as 
switching players or making a tackle. Passing also becomes 
more precise using the GamePad. The GamePad also gives 
you total control of what is happening on the field. You can 
change formations, substitute players, change a players po- 
sition, and much more in real-time without interrupting the 
action on the television. Manage matches like never before 
using the Wii U's GamePad. Even better, manage four of 
your friends using the GamePad as they play Career Mode, 
co-op, or tournaments! 


ESPN Sports Connection 

In ESPN Sports Connection you can play soccer, football, 
baseball, tennis, golf, and Rart racing ina game made 
specifically for the Wii U. EPSN Sports Connection takes 
full advantage of the Wii U GamePad and will provide a 
unique experience while playing the different sports. Kart 
racing supports five players, four players split screen and a 
fifth on the Wii U GamePad. Kart racing single player will al- 
low you to switch from playing on the television to entirely 
on the GamePad's touch screen using the Remote Play 
feature. Other sports, like golf for instance, will allow you to 
survey the course and get helpful hints before you set up 
your shot. ESPN Sports Connection will also 
provide fun mini games to play 
with friends. 


Game Party Champions 

Game Party Champions is the fifth game in this franchise and 
provides party fun for all ages! This game is the first high- 
definition game in the series and provides 8 classic games 
for people of all ages to enjoy. In Game Party Champions you 
will play games ranging from ping-pong to table hockey. You 
will also have three different modes to choose from: Quick 
Play, Story Mode, and Party Mode. In Story Mode you play 
single player against Al opponents to try and make it to the 
World Championship Stadium. Party Mode allows players to 
take turns using the GamePad while the other players use Wii 
Remotes to try and distract them from their goal. 
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SING Party 

SING Party is a Raraoke-style game like no other. Not only 
does the game have you singing along to the lyrics that 
appear on the GamePad, but it will also get your audience 
involved. While you are singing along with the song using 
the packed in Wii U Microphone, the audience is encour- 
aged to participate via prompts that show up on the televi- 
sion. So ifyou want to get into Raraoke, but you hate the 
stare from the audience in front of you then SING Party 
could be a great solution for you! Have a blast at your next 
Party, or just with some of your closest friend with SING 
Party! SING Party comes with a Wii U Microphone, and 
has both single and multiplayer modes. SING Party has a 
great variety of music to begin with and more tracks will 
be available as DLC early next year! 


Skylanders: Giants 

Skylanders: Giants is the sequel to the popular Sky- 
landers: Spyro's Adventure. Skyladers games, for those 
who are not familiar, is a series of action-adventure 
games that use toys, which are purchased separate from 
the game itself, embedded with Near Field Communica- 
tion (NFC) technology to allow players to play as these 
toy character models in the video game. This is all done 
using the NFC receiver, which in the Skylander world 

is called the Portal of Power. There is a NFC receiver 
already built into the GamePad, but Skylanders: Giants 
still uses the Portal of Power. All of the previous toys 
purchased for Skylanders: Spyro's Adventure will be 
compatible with Giants, so you need not be concerned 
with that. There will also be a Series 2 version of the pre- 
vious toys, which will exhibit more powerful abilities than 
the prior versions. There are even some of these Series 
2 Shylanders toys that feature 'Lightcore' and light up 
when they are near a NFC field. Skylanders: Giants will 
bring 4O new toys to the franchise, and some of the toys 
are twice the size of their counterparts both physically 
and in game. 


Sonic & All-Stars Racing Transformed 
Sonic & All-Stars Racing Transformed is Sega's answer 
to Mario Kart. Since there is no Mario Kart for kart racing 
fans at the launch of the Wii U we will just have to stick 
with Sega's version for now. Each vehicle in Sonic & All- 
Stars Racing Transformed has three different versions 
that transform on the fly between a car, a boat, and a TRA SEORMED 
plane. Players will have a chance to play as 20 differ- à T rol: K ) : | ) 
ent characters from the Sega universe and race over 25 PSA =) ‘ 
different Sega inspired tracks and arenas. There is also t € E A 
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online multiplayer that supports up to 10 players. New το vb > 
Sonic & All-Stars Racing Transformed is the abili » d 
All-Star moves during online multiplayer. The Wii U ver- E 


sion of Sonic & All-Stars Racing Transformed supports i 
5 players locally, 4 players split screen and a fifth on the $ Yo Da 
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Warriors Orochi 3 Hyper 

Warriors Orochi 3 Hyper combines two popular franchises 
into one game. Characters from Dynasty Warriors and 
Samurai Warriors, as well as many other game franchises, 
come together to form a cast of over 130 playable charac- 
ters in Warriors Orochi 3 Hyper. In Warriors Orochi 3 Hyper 
there is a ‘bond’ system that is used to influence the sto- 
ryline as well as unlock new attacks and stages, and this 
is all accomplished through various character interactions. 
For Warriors Orochi 3 Hyper there are two ways to play 
2-player co-op. The first way is to play using the television 
and the Wii U GamePad independently. Warriors Orochi 3 
Hyper also allows you to play 2-player co-op using the tra- 
ditional television split screen method, if you prefer to play 
in this way. The cleared stages from Story Mode and Free 
Mode can be customized and shared with your friends, 
who will be able to rate your custom stage and vice versa. 


Your Shape Fitness Evolved 2013 

Your Shape Fitness Evolved 2013 is a sports and fitness 
game developed by Ubisoft. Your Shape Fitness Evolved 
2013 provides 125 different workouts and 215 moves that 
will give you plenty to choose from when deciding on an 
exercise routine to fit you. Your Shape Fitness Evolved 
2013 also features the ability to create a fitness program 
that can last up to four weeks, and can be customized to 
your fitness level and personal preferences. You can also 
connect with you friends online to either compete with or 
compare your progress. 


Wipeout 3 

Wipeout 3 is a video game based on the television 
game show of the same name. In Wipeout 3 your skill 
will be put to the test in 200 different Wipeout obstacles. 
Players will have a chance to run through many crazy 
courses including Deck the Balls and Wild West. You 

can also challenge friends in a side-by-side multiplayer 
match to see who comes out on top! Wipeout 3 is fun for 
the whole family, and is a must have for any fan of the 
television series. 


ZombiU 

ZombiU is a survival horror first-person shooter 
that introduces a new twist. ZombiU introduces 
permadeath, which means when you die in the game you 
essentially have to start over from scratch. This makes the 
game incredibly difficult to play, but Ubisoft counters this 
by designing the GamePad as your survival kit. Without 
your GamePad survival kit you will not survive in this post- 
apocalytic London setting. Players will use the GamePad 
as inventory management, zombie sonar, a weapons 
scope, a lock pick, an item scanner, and many other 
things. Multiplayer in ZombiU pits two players against 
each other, and has one player fighting for survival as the 
other player spawns zombies around the survivor using 
the GamePad's touch screen. In ZombiU, keep an out for 
zombified versions of your friend's characters, as they will 
appear in your game after they become undead. 


New Super Mario Bros. 2 

Welcome back the Mario Brothers to the 3DS for a sec- 
ond time, the first adventure being on the DS. This time 
make sure you collect all the coins. In New Super Mario 
Bros. 2 the traditional Mario game is taken for a spin with 
an emphasis on coin collection. Rush around the levels, 
in a gold rush frenzy, to collect the most c Show off 
your spoils to your friends and challenge them to collect 
more. 


Professor Layton and the Miracle Mask 

Join the Professor on his first journey on the Nintendo 
3DS. Professor Layton and the Miracle Mask offers 150 
new riddles, simple algebra, and down right hair pulling 
puzzles. The game will also feature a year of new down- 
loadable puzzles straight to the 3DS for free. Fans of the 
series will absolutely love this game. 


ticker Star is just as charming as its prede- 
cessors. It stays true to its heritage while still changing 
some things up and pushing its boundaries. Notably, as 
a 3DS game, Sticker Star is the first of the series released 
on a handheld console, so differences are to be expected. 
The major difference is alluded to in the title-that is, the 
sticker system. Every attack made in the game comes 
from a consumable item. Even Mario's trademark ham- 
mer and jump attach can only be made if you have the 
corresponding sticker. Stickers come in various types 
and strengths-mainly consisting of variations on the 
aforementioned hammer and jump. There are also other 
staples of the Mario universe-POW blocks to stun your 


enemies, fire flowers for attacking multiple targets, mush- 
rooms for healing, and even nostalgic throwbachs like the 
frog suit or raccoon tail. 


Rayman Origins 3DS 

If you're loohing for an incredibly fun platformer to have on 
the go, Rayman Origins is a must-have. It has an incred- 
ibly diverse selection of levels, complex boss battles, and a 
number of unlockable moves for Rayman to learn over the 
course of the game. Despite the lach of multiplayer, Ray- 
man Origins for the 3DS offers one of the best platforming 
experiences on the system and the added 3D depth makes 
it well worth the double-dip. 


Scribblenauts Unlimited 3DS 

Take your word power on the road with this action puzzle 
game created by 5th Cell. With the power of the notepad 
you can create words to help solve puzzles. See Godzilla 
attacking a city? Type in giant lobster and see the two 
fight it out. Scribblenauts Unlimited also offers more for 
the long time fan of the series with a more story driven 
plot. You will find out where the protagonist, Maxwell, 
comes from and why he collects Starites. 


The Last Story Wii 

The Last Story is a 3rd person action adventure game 
from Xseed games. In The Last Story, the player becomes 
the leader of a group of mercenaries who come upon Ruli 
Island looking for work. 

The game mixes up different gameplay mechanics, such 
as real time strategy, by allowing players to issue com- 
mands while in a 3rd person shooting mode. The game 
also offers a cover system as well as some major stealth 
elements. If you are looking for a beautiful, time-consum- 
ing game, The Last Story is for you. 


CHRONICLES 


Kirby's Dream Collection Wii 

In honor of the 20th anniversary of our little pink friend, Nin- 
tendo has released Kirby’s Dream Collection. The game disc 
comes packed with six classic Kirby games: Kirby's Dream 
Land™ (Game Boy™, April 1992 release), Kirby's Adventure” 
(NES™, May 1993 release), Kirby's Dream Land 2 (Game 
Boy, March 1995 release), Kirby Super Star™ (Super NES™, 
Sept. 1996 release), Kirby's Dream Land 3 (Super NES, Nov. 
1997release), Kirby 64™: The Crystal Shards (N64™, June 
2000 release). 

The game box also comes packed with a 48-page Kirby 
booklet, a CD full of Kirby soundtracks and much more. 
Kirby's Dream Collection is a perfect gift for Kirby fans old 
and new. 


Xenoblade Chronicles Wii 

Finally Wii owners in North America have the game they 
were waiting for, which quickly became the 5th most pre- 
ordered game ofthe year in the United States. Xenoblade 
Chronicles is a role-playing game developed by Monolith 
Soft and published by Nintendo. 

The game flaunts a real-time battle action system where 
party members auto-attack enemies in the fighting radius 
until the player targets something else. 
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Alex Schramke 


Have you ever wondered what the wing logo next 
to the title of our magazine was? Older gamers may 
recognize this iconic symbol, but there are many gam- 
ers who may have never seen it before. The logo is 
actually a power-up from the Super Mario series, 
and it made its first appearance in Super Mario 
Bros. 3 on the Nintendo Entertainment System in 
1990. The power up, Rnown as the P-wing, donned 
Mario and Luigi with a raccoon suit and allowed them 
unlimited flight through a single level. Since the normal 
raccoon power up (which was obtained by collecting a 
super leaf) only granted players a short amount of flight 
time, the P-wing was very rare and was usually saved 
by players for use on levels that gave them the most 
difficulty. The letter ‘P’ on the side of the wing stands for 
paratroopa, and it is assumed that the P-wing is actually 
acquired from a paratroopa. The P-wing power-up's most 
recent appearance was in Super Mario 3D Land, where 
an assist block containing the P-wing can appear if Mario 
has lost 10 lives within a single level. Tapping the P-wing 
will cause Mario to instantly teleport to the end of the 
stage. 

While the P-wing is making a comeback in recent 
Mario titles, most gamers remember experiencing it for 
the first time in Super Mario Bros. 3. When the game first 
came out, it promised to be the biggest Mario adventure 
yet; and it delivered in spades. The game gave Mario 
and Luigi new power ups and moves to master, such as 
the super leaf, which turned Mario into raccoon Mario 
and allowed him to fly short distances when he reached 
top running speed. Other power-ups included the frog, 
tanooki, and hammer bros. suits which let Mario swim 
faster, turn into a statue to become invincible temporarily, 
and throw hammers respectively. The game was also the 
first to introduce a world map to the Mario series. Each 
world map had stages laid out and players could 

strategically choose their own path and stages to 
complete in order to get to the castle at the end. 
The world maps also included special areas 
where the player could try their luck 
at a card game to earn extra lives. 
Mario or Luigi could even 
receive a power up from Toad 
at one of the many Toad 
houses scattered throughout 

the map. In two-player mode, 
if Mario entered a level that 
Luigi had already beaten, or 
vice versa, both players were 
taken to a special remake 
of the original Mario 
Bros. arcade game 


alex@purenintendo.com 
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where they 
could compete. 

The story 
of Super Mario 
Bros. 3 is sim- 
ple: Bowser has 
sent his seven 
koopa children 
to different parts 
of the Mush- 
room Kingdom 
where they have 
stolen a magic wand from the mushroom king of that 
area, and transformed them into an animal. With Bowser 
and his children in control, Princess Toadstool has tasked 
Mario and Luigi with rescuing the Mushroom Kingdom by 
retrieving all of the magic wands from the Roopa kids and 
transforming the mushroom kings back to their former 
selves. Once all the Roopa kids are defeated, Mario and 
Luigi can then challenge Bowser and rescue Princess 
Toadstool. The game is split into 8 world maps, and each 
world has a Roopa Rid that Mario and Luigi must face. 
Before they can face the Roopa kid, Mario and Luigi must 
successfully navigate the Roopa kid's airship. If they are 
unsuccessful, the airship will fly away and Mario and Luigi 
will have to give chase. 

Each world has its own unique theme varying from 
grasslands, deserts, oceans, icy wastelands, castles in the 
sky, a giant world, and warp pipe mazes. The final world is 
located near Bowser's castle and is by far the most chal- 
lenging world in a Mario game ever. 

When it first came out, Super Mario Bros. 3 intro- 
duced so many new concepts and ideas to the Mario 
universe that have become a staple of the series today. 
Its memorable power-ups and exciting worlds have many 
gamers calling it the greatest Mario game of all time. IF 
you don't own the original game, it is available on the 
Wii Virtual Console. IF you are a Mario fan, you owe it to 
yourself to experience this phenomenal game. 


Hello» You 
Found my shop 
of strange and 
wonder fu I 
thingse 


Mario receiving the P-wing in Super Mario Bros. 3 at 
one of the many Toad houses. 
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Shigeru Miyamoto, the creator of the Zelda series, has said 
that he spent a lot of his childhood roaming and exploring the 
caves and forests around his home. These memories are said to 
have inspired Miyamoto to create one of gaming's most legend- 
ary franchises ever. 

The Legend of Zelda, for the past 25 years, has been im- 
mersing fans into some of gaming's most wonderful environ- 
ments, and without a doubt one of the deepest and most adven- 
turous stories of all time. 

Any fan of the Legend of Zelda has undoubtedly heard 
about the franchise's greatest mystery, its timeline. An amaz- 
ingly controversial subject, the Zelda timeline has managed to 
captivate fans of the series and has spurred on great debates and 
theories since its inception. 

The chronological order of the Zelda series has always 
been a frustrating task to unwind. Countless theories have been 
concocted and Nintendo, until recently, had only added more 
confusion to the matter. 

Throughout the years various Nintendo representatives have 
commented on a game's placement in the timeline, but more 
often than not, these comments did little to settle the furious 
timeline debate. Fans of the series still could not agree on a gen- 
erally accepted order to the games, but there was still some hope 
for timeline theorists, as Nintendo announced that they did have 
an official timeline. 

In fact, Nintendo tooR things a step further by revealing there 
was an official document that laid out all connections between 
the Zelda titles. However, Nintendo swore that the timeline would 
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not be revealed as to preserve the shroud of mystery over the 
series. Thankfully, this shroud was lifted once and for all when 
Nintendo released Hyrule Historia and the Zelda series’ official 
timeline in December of 2011. 

As seen below and on the next page, the official Zelda time- 
line actually consists of three unique splits. Zelda fans had been 
debating 2 splits for years, but nobody really ever considered the 
Possibility of that third split. 

Each of the three splits originates within the story of Ocarini 
of Time. Basically there are two splits stemming from the ending 
of Ocarina of Time, like most theorists agreed upon. One split in- 
volving the path of the Adult Link Ending to Ocarina of Time, anc 
the second coming from a Child Link Ending to the game. 

Prior to the announcement of a third split, fans often had a 
hard time placing some of the older games of the series, namely 
A Link to the Past, and the other 2D games. The newer entries 
each had a well established placement in the two-split timeline, 
but the older entries posed a gigantic problem. That is until the 
third split was created. 

Two alternate timelines just were not enough to solve one of 
the most confusing timelines in all of gaming. Nintendo 
ultimately decided to create a third split, also stemming from the 
story of Ocarina of Time, to solve this problem. 

In the February 2013 issue, we will go through the history of 
the three timelines (starting at the beginning of the Zelda lore) as 
they are described in Hyrule Historia. 
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SWEET POTATO OCARINA $44.95 
6 holes (2 thumbhole, octave +2), includes Songbook/Tutorial/Serenades, Lullabies, Minuets $ 
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SPEARHEAD OCARINA $19.95 


6 Holes with 2 thumbholes (octave +3) 
Comes as a beaded necklace 
and Songbook/Tutorial 


Plenty of other ocarina styles, 

songbooks, holsters, carrying cases, 
video tutorials and demos at 
www.songbirdocarina.com a 
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New Super 
Mario Bros. U 
gets a score of 
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Mario, Luigi and friends are sitting down for a nice cup oftea. 
Heard this story before? The one where Mario and company get 
thrown out of the castle and into Mushroom Kingdom? Well that’s 
because this is a MARIO game. You're not playing for the hard 
hitting story-line, so as long as you understand that, please Reep 
reading. 

This is something Nintendo fans have been waiting for ever 
since HD televisions were released, a high-definition version of 
everyone's favorite plumber. Well, now we have it, and how did it 
fare? Quite well actually. The first thing you'll notice is the inter- 
connected overworld, just like Super Mario World on the SNES. It's 
a joy to play in. It provides entertainment by just looking at it. You 
can see paths that aren’t on your route and levels that aren’t in 
your reach but must be...right? Yes! 

All you need to do is start the first level to see the difference 
HD can make. Stunning backgrounds and depth of field shots 
make this a joy to look at. You'll know you're looking at a high- 
definition game when you see the Kooplings’ (yes! They're back!) 
Airships up close when you're about to go to a boss battle. The 
game really does look good. Now, does it look as good as Rayman 
Legends? No. But it certainly does the job of a 2D Mario title. 

Let's move on to GamePad functionality. Sadly, it’s not used. 
| would've loved to see an extra item on my GamePad like the 3DS 
Mario games. It is nice however, that | can play the game on the 
GamePad itself and not feel like l'm losing anything in the visuals 
department. | would've enjoyed playing with the Pro controller as 
well. 
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Multi-player is both fun and frustrating. Being able to place 
blocks to help (or hurt) your fellow players is a nice touch. Four 
players on the same screen is just as chaotic as you remember 
and you may end up being a bit more frustrated than jumping for 
joy. But hey, if you're looking to have some fun with your friends 
and your new Wii U, this has plenty of that. | will warn you, unless 
your friends are as skilled as you are, I’d let them sit out on the 
levels where you're after Nabbit... that can be pretty tricky! 

New Super Mario Bros. U shouldn’t take long to consider 
purchasing. The amount of time it takes you to read this is the 
amount of time you need to go purchase the game. It's a nice 
game you can easily lose yourself in for awhile. 

You know Mario. 
You love Mario. Let's 
all save ourselves a 
little time and stop 
reading this and go 
pick up New Super 
Mario Bros. U. You'll be 
happy you did. 
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Trine 2: Director's Cut is an action-platformer, puzzle game 
developed by Frozenbyte. This is Frozenbyte’s first self-published 
game and includes the main game, the ‘Goblin Menace’ expan- 
sion, with enhanced controls that utilize the GamePad, and a Wii 
U exclusive level called ‘Dwarven Caverns’. Trine 2 on the Wii U 
offers single player and both local and online multiplayer. Trine 2 
is one of the best gaming experiences | have had on the Wii U so 
far. 

| must begin this review by saying that this has to be one 

f the most visually stunning games that | have seen on the Wii 
U. The environments are very colorful and detailed. There is not 
one inch of this game that looks like it has not been designed 
down to the tiniest detail. With that being said the music is also 
very nice and fits well within Trine 2, but the looping tracks can 
become an annoyance if any length of time is spent within a 
particular level. During most of my time playing Trine 2 | hardly 
even noticed the repetitive music because in every section of the 
game | am completely floored visually by something new or so 
engrossed in solving the puzzle | am currently facing. Players 
are introduced to the fantastic visual design of Trine 2 as soon 
as they reach the game's title screen. Upon reaching the title 
screen, there is an opportunity to experiment with the GamePad's 
controls and familiarize oneself with the three characters that you 
will be playing in Trine 2. | actually spent a half hour alone just in 
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the title screen messing with the characters and game controls 
before | actually started the game. After proceeding into the 
actual gameplay | was wowed, over and over again, about things 
as simple as swinging lanterns, to the way a character's shadow 
dances on the wall with every flicker of a fire. Trine 2's visual 
design alone makes this game a must have for any Wii U owner. 
The gameplay only enhances this visual journey through an ex- 
tensive single player story mode that is hard to put down. 

In Trine 2: Director's Cut the player is put in control of three 
different characters. The three characters are as follows: Ama- 
deus, a wizard, which has the ability to manipulate objects by not 
only moving them but also by conjuring boxes and planks out of 
thin air. Zoya, a thief, can move stealthily amongst enemies and 
grapple to wooden ledges or fight enemies from a distance using 
her archery abilities. Pontius, a Rnight, is very strong and is great 
when in combat or when needed to smash through a wall. My fa- 
vorite character to use in the game is Zoya because she seems to 
be the most agile of the group but | also find that | use Amadeus 
quite often as well. All of the characters at one point or another 
will be used during the game and sometimes all of them are 
utilized within seconds of one another. Each character has a skill 
tree that has a variety of abilities for ‘purchase.’ These abilities 
are purchased after a player levels up and leveling up is accom- 
plished by collecting magical vials that are scattered through- 

out the game environment. 
Fortunately, when new skills 
are purchased this does not 
add a new control but rather 
improves upon already exist- 
ing abilities. This means that 
the simplicity of the controls 
can be maintained throughout 
the game. 

There are games that 
have many different controls 
and end up becoming very 
complex because of it but 
this is not the case in Trine 
2. The various controls for 
the characters are almost the 
same with only minor tweaks 
based on each of the charac- 
ters’ unique abilities. Many of 
Trine 2's controls can even be 
performed exclusively using 
the buttons or the Game- 


Pad's touch screen depending on 
personal preference. For instance, 
when targeting something to 
levitate, shoot an arrow at, or raise 
the shield, all can be done using 
the right analog stick or simply by 
touching the GamePad's screen. 
This flexibility in the controls ex- 
tends to most of the other abilities 
for the characters. One of my only 
gripes regarding the game's con- 
trols is that | wish the touchscreen 
was a tad bit more responsive be- 
cause Trine 2 is a game that | much 
rather use my finger to use the 
touchscreen. For example, there 
were a few moments in the game 
where | was using Amadeus to con- 
jure a box and after trying several 
times with my finger, | ended up 
whipping out the stylus to get the 
desired result. In contrast, | am very 
grateful that Frozenbyte made the 
process of switching between the 
three characters quick and easy by 
a simple press of the GamePad's R 
button or a tap of the touchscreen. 
Because of the simplicity of Trine 
2's controls, the players are able to 
fully enjoy the experience that the 
game has to offer. 

The single player for Trine 2 is essentially a story mode 
that is broken out into 20 different levels each with their own 
unique themes. These themes are very different experiences all 
within the same game. Each level provides new obstacles and 
gameplay mechanics and uses puzzle solving very heavily which 
can often require the use of all three characters in one way or 
another to be able to move onto the next puzzle. Even ‘boss’ bat- 
tles typically involve some sort of puzzle solving! The puzzles in 
Trine 2 are all different and some have one solution while others 
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can be solved in a variety of ways depending on how the player 
approaches the problem. The puzzle solving mechanic is also 
supplemented by a copious amount of hidden areas and hard to 
reach items that sometimes take quite a bit of creativity on the 
players’ part to reach. Puzzles were also a lot of fun to play with 
friends. 

There are local and online multiplayer options available in 
Trine 2: Director's Cut. | found that while playing multiplayer | 
was able to discover new solutions to the same puzzle and help 
others through difficult puzzles in the game. This does come in 
handy because there are plenty of puzzles in Trine 2 that had me 
stumped for more than a few minutes. | have not spent much 
time playing Trine 2 multiplayer but in the time | have spent play- 
ing it | have enjoyed the experience. Trine 2 does take quite a bit 
of cooperation though. So if you intend on making any progress 
in multiplayer, players must be willing to work together or else 
you will not get much accomplished. 

| was very pleased that Frozenbyte took advantage of the 
load screens between levels to provide interesting narrative 
transitions which made the load screens more bearable. The one 
small thing | found kind of disappointing throughout my time 
with Trine 2 was that after enemies died they would sometimes 
lie on the ground and twitch as ifhaving a seizure. This did not 
take away from the gameplay at all but was disappointing to see 
in such a detailed and polished game. Trine 2: Director's Cut is 
a fine game all around and has a ton of content to play through. 
| have been playing the game for 7 hours and have yet to reach 
the half-way point. The puzzles Reep me coming back for more 
and make the game very difficult to walk away from. Trine 2 is 
one of my favorite games on the Wii U so far. It is a must have for 
anyone looking for a grand adventure, is one of the best looking 
games on the Wii U, and plays really great using the GamePad. 
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Professor Layton and the Miracle Mask is the fifth game in 
the series, but is the second in the prequel story line. Layton, Luke, 
and Emmy team up once again to solve the mystery of the masked 
gentleman who has been terrorizing the people of Monte d'Or with 
his “dark miracles”. Layton, like in previous games, travels to a 
range of locations solving puzzles and finding clues as he makes 
his way through the story. In this game you have a chance to go 
back in time and play as young Layton, which holds some clues to 
the mystery in Monte d’Or. 

The Mask of Miracles is the first Layton game to have 3D 
capability which makes the game more immersive. It gives you 
better perspective on puzzles, which you will find very helpful. You 
can also use it when you are looking for Hint coins. The magnify- 
ing glass will move in and out of the foreground, which personally 
makes me sick, but can add a bit more depth to your surroundings. 
Also, Level-5 has brought more kinds of gameplay than just walk- 
ing around and solving puzzles. Now in certain parts of the story 
you have to ride a horse and dodge barrels or walk in a certain pat- 
ten to avoid or get rid of monsters. It breaks up the normal routine 
and Reeps you on your toes. The game controls have improved as 
well and now when you search for hint coins, you no longer have 
to jab your screen repeatedly around the touchscreen. Now you 
just move your stylus, which moves a magnifying glass around the 
screen, and it will let you Rnow when you have found something 
by turning red and making a 
noise. You then tap that spot 
and voila, a hint coin. This is 
much nicer than beating your 
screen to death. You can also 
find fun little treasures this 
way as well. Moving through 
Monte d'Or is now much 
easier too. You can no longer 
accidentally tap on a door and 
leave the scene you are cur- 
rently exploring. | don’t Rnow if 
you have had trouble with that 
in previous games, but | have 
found it to be most annoying. 

Now the only way you can 
move to another location is by 
tapping on the map icon and 
and choosing which direction 
you want to go. The game then 
highlights the direction you are 
supposed to go if you happen 
to forget or are confused on 
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ere you need to be. The mini games are much more fun. | found 
myself playing them the minute | found a new level for them. There 
are three mini games in your trunk and a fourth one you find later 
in the game which allows you to ride a horse and collect flags 
while dodging barrels. You can play it as many times as you want 
to improve your score. The game has one downfall. | found that | 
was missing a lot of puzzles, which was weird because | was being 
very thorough. | realized about halfway into the game that | had to 
go to places in the city that were not on my way to the next spot 
in the story line. So watch the puzzle numbers and if you start to 
skip numbers then go to places that are out of your way, If you do 
miss puzzles, which you will, there is a Puzzle Keeper shack that 
will save them for you. All in all, | liked it a lot and would suggest it 
to anyone who loves puzzles and mysteries. 
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Opposite Page 

Top: The Masked 
Gentleman 

Bottom: Monte d'Or 
carnival parade 


Top: Layton, Luke, 
and Emmy on 
horse back chasing 
the Masked Gentle- 
man 

Left: Layton's child- 
hood friend with 
the Mask of Chaos 
Right: Young Lay- 
ton with friends 
Bottom: Layton and 
friends at a 
mysterous wall 
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These puzzles are like Picross puzzles, but with color. Follow the numbers left to right and start coloring the squares left to right. The num- 
bers are highlighted with different colors to indicate what color is needed next. Say the number ‘3’ is highlighted in blue, that means that 
there are three blue squares. Each puzzle has a color guide and legend that will show you what colors to use and where. If you don't have 
any colored markers, pens, or pencils you can substitute the colors for various shades of grey, or just do the black highlighted numbers. | 
have given hints below for the three puzzles. Can you guess? 
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Wii U game prices average $59.99. 3DS game prices average $39.99. 
Box art is not final. 
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On October 25th, 2012, 


in the town of Sunville, 


Mayor arrived, 
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October 15, 2012 

Wii price drop 
announced, now 
$129.99 


Nintendo has dropped the price of 
the Wii console to $130. The new 
Wii bundles, expected to hit stores 
Oct. 28th, will be bundled with Wii 
Sports and Wii Sports Resort. 


October 15, 2012 

Wii U Pro Con- 
troller can last 
80 hours on a 
single charge 


The Wii U Pro controller also taRes 
4 hours to fully recharge. 


October 24, 2012 


New Wii Bundles 
Announced 


WWW "pe 


One bundle includes Ubisoft's 
Just Dance 4 and a white Wii con- 
sole with matching Wii Remote 
Plus and Nunchuk controllers 

for $129.99. The other bundle 
includes Activision's Skylanders 
Giants, a blue Wii console with 
matching Wii Remote Plus and 
Nunchuk controllers, one Portal of 
Power, two Skylanders characters 
and one exclusive Giant Sky- 
lander for $149.99. 


October 24, 2012 


THQ Announces 
new Darksid- 
ers Il DLC Pack, 
Abyssal Forge, 
Packed in with 
Wii U version 


The Abyssal Forge is a living 
machine designed to harness the 
unfocussed dark power of the 
Abyss and create the most power- 
ful legendary weapons. 


October 26, 2012 

Need for Speed 
Most Wanted 
Confirmed for 
Wii U, won't be 
out til 2013 


OCTOBER 31 2012 


October 30, 2012 
Renegade Kid 
reconfirms Mu- 
tant Mudds 2 


"Yes, we plan on releasing Mutant 
Mudds 2, and it will be a 2D plat- 
former.” - Jools Watsham 


November 4, 2012 
Animal 
Crossing: New 
Leaf Will Offer 
Free DLC 


Nintendo has announced that the 
DLC for Animal Crossing: New 


Featured rumor 


Leaf will be completely free. Nin- 
tendo has taken a pretty different 
stance on DLC from other game 
companies. While most compa- 
nies nickel and dime gamers for 
additional DLC, Nintendo has 
given away DLC for their games 
for free. The only game that | 


know of, at the moment, that 
Nintendo has charged gamers 

for the DLC is New Super Mario 
Bros 2. Nintendo could charge for 
their DLC and most likely make 
another mountain of cash over 

in this corner of the room but 
they have taken the high road as 
always and give the DLC away for 
nothing. 


November 6, 2012 


Nintendo Power 
reveals Shantae 
and the 
Curse 
eShop 


Pirate’s 


Nintendo Power revealed a new 
game in the Shantae series: 
Shantae and the Pirate’s Curse. 
The game will be available for 
download through the 3DS eShop 
in 2013 and is a direct sequel to 
Shantae: Risky’s Revenge. 


November 7, 2012 


Friend Codes 
officially gone 
on Wii U 


November 8, 2012 


Wii U Batteries 
Can Be Changed 
By Gamers 


Unlike many other big electron- 
ics manufacturers that make 
devices with internal rechargeable 
batteries, Nintendo has made 

the GamePad's battery easy to 
replace. What does this mean to 
you? Well it means that you can 
order a replacement battery for 
your GamePad and install it with 
just a screwdriver. The bach side 
of the Wii U GamePad has an 
access door secured by two small 
screws. Remove those screws, 
replace the battery, and you are 
good to go. You don't have to 
fuss around with ordering a whole 
new GamePad replacement and 
waiting for the new one to arrive. 


November 27, 2012 


New Super 
Mario Bros. 2 
Owners Get 

Free Coin Rush 
Course Pack | 
Based on Classic 
Games 


The free Gold Classics Pack was 
inspired by games like Super 
Mario Bros. and Super Mario Bros. 
3, and includes three new courses 
that can be played in Coin Rush 
mode. Starting Feb. 1, 2013, the 
pack will be $2.50 so download 
the pack as soon as you can, 


December 5 2012 


Google Maps 
shown on the 
Wii U GamePad, 
Available in Οἱ 
2013 


Nintendo showed Google Maps’ 
Street View on the Wii U Game- 
Pad during the latest Nintendo 
Direct. The map shows on the TV, 


Featured news 


NOVEMBER 27 2012 


while Street View is on the Game- 
Pad. The interface is great and 
the GamePad is perfect for Street 
View. Look forward to this being 
available in ΟΙ 2013. 


December 7, 2012 
Rayman 
Legends comes 
to Wii U Feb. 26, 
Feb. 28 in 
Europe, March 1 
inU 


The classic cast of Rayman, Glo- 
box and the Teensies return and 
are joined by new characters Mur- 
phy and Barbara as they embark 
on a fantasy adventure through 

a series of legendary worlds with 
new environments and enemies. 
Developed exclusively for Wii 

U, Rayman Legends expands 
beyond the traditional platforming 


experience by utilizing the Wii U 
GamePad in an array of innova- 
tive ways to interact with the 
game. Players can use the Touch 
Screen on the GamePad to take 
out enemies, cut ropes to clear a 
path and move rotating platforms 
with the gyroscope technology. 
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